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Terms of Use

This is a collection of extra puzzles and templates for creating your own Escape Rooms. If you’ve already purchased 

an editable Escape Room and simply want more ideas for more variety, this resource is for you! You get puzzle ideas 

and resources, templates for tools and clue cards, and tons of examples for a variety of content areas. You do not 

need additional technology, locks, or boxes to complete this game. This resource is editable in Microsoft PowerPoint 

and includes a full tutorial of how to use this software to edit your room. This purchase includes a license for personal 

use only. If you’d like to sell games using these templates, please purchase the entire Escape Room Template Kit.

Please respect all terms of use as detailed in this document. Enjoy!

Did you know that you receive TPT credit for leaving feedback on products you have purchased from this store? 

Credit can be redeemed for future purchases. You can give feedback by going to the product page. Be sure to 

follow me for updates & freebies!

Thanks,

Danielle @ Nouvelle ELA

The unauthorized reproduction or distribution of a copyrighted work is illegal. 
Criminal copyright infringement, including infringement without monetary gain, is 

investigated by the FBI and is punishable by fines and federal imprisonment.

Fonts: Kimberly Geswein @ KG Fonts (commercial license); On the Spot Studio (commercial license)
Graphics: Mad Clips Factory

Escape Room

Extra Puzzles

Please: Please Do Not: 

Enjoy this activity in your personal classroom.

Post these templates for free on a public 

website or in any Facebook or other social 

group.

Use this format again and again to create 

new games.

Post your creations for free or for sale. Please 

purchase the whole Escape Room Template Kit

for a Commercial Use License.

Tell other teachers about this resource and 

direct them to the product page. You can  

purchase additional licenses for this resource 

at a reduced rate under the “My Purchases” 

tab at TpT.

Share this resource with your coworkers 

(including posting it in a district resource bank) 

without purchasing additional licenses. 

Remember, we lead by example for the next generation!

https://www.teacherspayteachers.com/Store/Nouvelle-Ela
http://tiny.cc/receiveTPTcredit
https://www.teacherspayteachers.com/Product/Escape-Room-and-Breakout-Box-Template-Kit-3411854
http://www.kimberlygeswein.com/
http://www.onthespotstudio.com/
https://www.teacherspayteachers.com/Store/Mad-Clips-Factory
https://www.teacherspayteachers.com/Product/Escape-Room-and-Breakout-Box-Template-Kit-Personal-and-Commercial-Use-3411854
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Welcome to your Escape Room Resource Box! This collection will help you create Escape Rooms and 
Breakout Boxes for any subject area. In addition to ideas , you get a variety of templates for creating 
aspects of your Room in PowerPoint. If you’ve never edited with PowerPoint before, never fear! I’ll give 
you a complete tutorial to get you started.

An Escape Room is a collaborative puzzle game in which students work together to complete tasks. These 
tasks yield clues to find keys, which eventually unlock boxes and lead to a final celebration. You don’t 
have to have actual locks and boxes, though – you can also imagine these keys as a passwords to a final 
solution. These games can be as simple or complex as you want.

There are three main ways to present your activity: 

1. Simple Breakout box     (low teacher interaction, low teacher prep)

The easiest way to present this to students would be to put students in groups of 4-5 and give each group 
a copy of the tasks and an Answer Sheet. Students receive everything at the same time, and a group 
“wins” when they hand you a complete Answer Sheet with all of the correct keys. 

Give each group an envelope with all of the materials needed. Students work at their desks.

2. Monitored Breakout box   (medium teacher interaction, low teacher prep)

You can also give each group one task at a time. They must show you the correct key before you give 
them the next task. This is more work on your part, but allows you to assure that students have the correct 
answers as they progress. 

3. Escape Room   (high teacher interaction, high teacher prep)

A true Escape Room allows a group of students to assess all of the tasks, and divide and conquer 
according to their strengths. In this model, you’ll set up your tasks as stations throughout the room and 
permit students to play through them simultaneously. The activity will involve more movement and energy 
and all that that entails.

Escape Room Basics

You can also choose how to write your 
room. The easiest option is a non-
narrative game, which means that you 
won’t have to imagine any premise for 
your students. This basically becomes a 
glorified stations activity, but more fun 
because of the puzzles you’ll create.

A narrative game is much more 
immersive, but requires more creativity on 
your part. I’ve written an Odyssey
breakout where students play as 
Telemachus and a Lord of the Flies 
breakout where students imagine that 
they arrive at the island after the events 
of the novel. You can really imagine any 
scenario to fit your content.

Narrative vs. non-Narrative Game
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Escape Room Basics
Example Escape Room

This is my Lord of the Flies Escape Room. This is what I expect most students will be able to accomplish in 45-60 minutes. It 

is four basic stations, and students can complete Tasks 1-3 simultaneously (they can “divide and conquer”). Then, they 

can use the clues they’ve found to solve the code for Task 4. Lastly, there is a surprise collaborative task that really only

takes students a few minutes once they figure out that it’s collaborative.

I recommend trying any Escape Room before you present it to students. You can also have colleagues or family 

members try it, and remember that they’ll generally complete it a bit faster than your students. 

Task #1 – Students find journal entries and put them in 

order of occurrence in the book. This creates a number, 

which is the key entered on their answer sheet. (easy) 

Task #2 – Students find character descriptions and 

match them to the characters on their answer sheet. 

(very easy) 

Task #3 – Students complete a close reading passage. 

The answers to the multiple-choice questions reveal a 

key. (difficult)

Task #4 – Students decode a message using clues 

they’ve found along the way. This ends up being an 

important quote from the novel and students analyze 

its importance as an extension activity 

(after the game is over).

https://www.teacherspayteachers.com/Product/Lord-of-the-Flies-Escape-Room-Review-Activity-3385444
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Escape Room Basics
Assessing & Extending

I do not try to grade the actual completion of the Escape Room. I use them as either anticipatory activities or as review 

activities before a test or unit project. If I use the Room as an anticipatory activity, I will create a short quiz for students to 

complete the next day. I make it clear that all students are responsible for all of the information in the Room, even if 

they have divided and conquered for the tasks.

I generally add a writing task for students to complete after they’re finished. For Lord of the Flies, I ask students to reflect 

on the actual group work of the Escape Room, particularly the surprise collaborative activity. For A Midsummer Night’s 

Dream, students write about how a quote they’ve revealed over the course of the Room relates to a theme. 

This Shakespeare intro is an anticipatory activity, so you 

could have students do more in-depth research after the 

initial Escape Room.

After “winning” this Back-to-School Escape Room, 

students choose one of the Growth Mindset quotes 

they’ve decoded and write a paragraph about why it 

speaks to them.

After the Odyssey Breakout Activity, I present students 

with twelve terms. They choose ten to define. This 

provides a bit of a buffer in case they didn’t catch 

every term in the activity.

After the Lord of the Flies activity, I have students write 

about how the quote they’ve decoded connects to a 

theme. I also have them write about the experience of 

completing the Room together.
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Emotional Preparedness:
Each group will decide how to best find all of the keys, but the fastest groups will divide and conquer. 
Figuring this out is part of the team-building aspect of any Escape Room, but you may want to remind your 
students that everyone needs to participate and that no one person can do everything.

Stations:
If you use stations, set up one for each task. Each station should have several copies of the task and 
several copies of the novel or text, if you choose to let your students complete this open-book. Each 
student should have an Answer Sheet so that they can keep track of their own thoughts as they work on a 
station, but each team will verify one consolidated copy with you.

Involving the Environment: (optional)

For increased difficulty/movement/engagement, you can “hide” parts of the puzzle in your classroom. 
Because each classroom is different, this resource doesn’t include any sort of environment hints. Instead, 
allow students to truly hunt for the pieces in your room. You can prepare for this activity by using masking 
tape across any cabinets or drawers they shouldn’t open. Write the word “no” on this.

Hide enough copies of each clue for each team to find one. Encourage students to be discreet when 
they discover a clue, since they won’t want others to find them quickly. Some great places to hide clues 
are under desks or tables, under the trashcan, behind the projector screen, or behind your classroom door. 

You will have to reset the room between classes, taping the new clues in your locations. A great way to 
add some hunting without making a ton of work for yourself is to hide some of the clues and leave the rest 
at the station. For example, hide half of your clue cards but leave the rest at the table. Students will know 
from the Station Cards and the Answer Sheet how many total clues they need in both cases.

Escape Room Basics

Adding some “oops!” cards: (optional)

For increased difficulty AND equitable participation, 
consider using the “Oops!” cards. (I’ve labeled these 
Poison Cards in Romeo & Juliet or Enchantment Cards 
in A Midsummer Night’s Dream.)

After ten minutes, select a member from each team. 
This should be the strongest or bossiest member, since 
your goal is to increase the participation of the other 
players. This player cannot participate again until the 
designated time is up. You could do this two or three 
times during the game, or attack randomly. 

Winning:
To win the game, a group must present you with one 
clean copy of an Answer Sheet with all of the correct 
keys. If they have an incorrect task, simply send them 
back and have them try again. Resist the urge to 
explain what they’ve done wrong until the other 
teams have escaped or attempted to escape the 
room.
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Building Your Escape Room
Planning Checklist

Brainstorming
(Using the Brainstorming Worksheet)

 Determine your purpose

Will this be an anticipation activity? A review activity?

How long will this last?

 Determine your content

What are the most important aspects to cover?

How can you build a theme for your room?

 Brainstorm (at least) three puzzles 

Which tasks can create a “quick win” to build student confidence? (easy)

Which tasks will be straightforward, but take more time? (medium)

Which tasks demonstrate content expertise AND critical thinking? (difficult)

 Establish your keys or passwords

How will students demonstrate they’ve finished a task? 

What keys/passwords will they need for each level? 

Will these be given to you on paper, or in a Google Form? 

Will there be a prize for the winners? 

Building

 Design your puzzles using the included Templates

 Create an Answer Sheet so that students can prove completion

 Add any finishing touches, like “Oops!” cards, a writing task, or a quiz

 Decide whether and how you’ll grade this activity

Executing

 Run through the Room at home or with colleagues and friends to see if it needs editing

 Plan your printing using the Print Checklist

 Print and cut your materials

 Build anticipation with your students

Have a great Escape Room!
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Escape Room Brainstorming
To

pi
c What are your students studying? What core text(s) will you use? 

Ti
mi

ng When will this Escape Room occur? (Before, during, or at the end of a unit?)

ne
w

 s
ki

ll
s 

& 
KN

OW
LE

DG
E What new skills and knowledge do you want your students to demonstrate? (This leads 

into subtopics, below)

su
bt

op
ic

s What are some subtopics you hope to cover? (Or, how might you subdivide your topic 

into manageable chunks?)

Each subtopic can become its own task. 

SUBTOPIC #1:

_____________
SUBTOPIC #2:

_____________
SUBTOPIC #3:

_____________
SUBTOPIC #4:

_____________
SUBTOPIC #5:

_____________

ST
AN

DA
RD

Ta
sk

 t
yp

e
ke

y

Other Notes: 
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Lord of the Flies Escape Room
To

pi
c What are your students studying? What core text(s) will you use? 

Ti
mi

ng When will this Escape Room occur? (Before, during, or at the end of a unit?)

ne
w

 s
ki

ll
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& 
KN

OW
LE

DG
E What new skills and knowledge do you want your students to demonstrate? (This leads 

into subtopics, below)

su
bt

op
ic

s What are some subtopics you hope to cover? (Or, how might you subdivide your topic 

into manageable chunks?)

Each subtopic can become its own task. 

SUBTOPIC #1:

_____________
SUBTOPIC #2:

_____________
SUBTOPIC #3:

_____________
SUBTOPIC #4:

_____________
SUBTOPIC #5:

_____________

ST
AN

DA
RD

Ta
sk

 t
yp

e
ke

y

Other Notes: 

Lord of the Flies by William Golding

At the end – test review

Demonstrate understanding of plot, character, theme, and figurative 
language… and it would be great if they had to collaborate on a task. 

Plot, character, reflect on a theme, a close reading for figurative language

Plot Character Fig. Lang. Theme Theme

RL.9-10.4RL.9-10.5 RL.9-10.2 RL.9-10.2
SL.9-10.2

(Easy) Students 
put plot points in 

order – maybe 
journal entries? 

(Easy) 
Ss match 

characters, 
descriptions, and 

symbols 
somehow…

(Hard)
Close Reading 
passage for 
figurative 

language – one 
of the Beast 

scenes? 

(Medium)
A CODE 

students solve in 
the game –

students write 
about this quote 

as extension

(Hard)
I want students 

to work 
together at the 
end, somehow –

maybe give each 
group part of 

the final puzzle?

SURVIVAL MOUNTAIN ??

For the final task, I don’t think Ss should be told they’re working together – the clues 
should hint at it, but they should be able to come to this conclusion without adult 

interference. This mirrors what would have been the BEST outcome for the book. 
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Ideas for Codes & Puzzles

SIMPLE Substitutions
The easiest sort of code to implement in your 
Escape Room is a simple substitution code. 
Students either figure out a letter-for-letter 
substitution based on context (for example, in 
Cryptograms) or collect the letters from other 
places in the game. Here’s an example of how 
students collect letters of the code in my Lord of 
the Flies Escape Room. I simply encoded some 
extra words (outside of the main message) and 
placed them on other clues in the game. 

Transactional solutions
You can also have students solve a problem to receive a letter (or letters) of a 
code they’ll need later. 

In this example, students solve for x, and the Answer Sheet tells them that their 
solution (3) will substitute later for the letter G. This is a great method for when 
you want students to find just a handful of letters to decode a code word. 

2x + 3 = 9

x = (G)

Color-Based Codes
You can also encode information in other sorts of clues. 
Here’s an example of a color-based puzzle. Students 
eventually need to figure out to put the numbers in the 
order of ROYGBIV, so that makes this a great science 
puzzle. 

Misinformation puzzles
You can also include codes that ask students to identify 
what’s WRONG with a set of information. This could be 
correcting incorrect information in order to reveal 
numbers or letters. 

For example, if you were a Geography teacher that 
wanted to review countries in Europe, students could 
collect a list of mislabeled countries. Perhaps each 
country had a number attached to it, and when the 
students correctly name the countries, this could reveal 
a code.

These puzzles require students to solve problems first, and 
then figure out what answers those problems yield. 

D E N M A R K

S L O V A K I A

P O R T U G A L

1.

2.

3.
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Ideas for Tasks & Games

Using CLUE CARDS
Clue Cards are a super easy tool for your Escape 
Room. You can leave them in an envelope at a 
station or hide some throughout your classroom. 
Students extract necessary information from them 
and transfer it to their Answer Sheet to reveal the key.

In this Science example, students match the letter 
from the Clue Card to the correct cell organelle listed 
on their Answer Sheet. When finished, this spells out a 
word. 

MATCHING
You can transform any matching exercise or close 
reading activity to be part of an Escape Room, as long as 
you figure out how the correct answers create a key. In 
this exercise, students match quotes and descriptions with 
the correct characters. When done correctly, it spells out 
a key phrase.

Generally, I like to have at least one activity like this to 
balance out the activities where students run around the 
room. 

JIGSAW PUZZLES
You can also include a Jigsaw Puzzle. You can create one in 
PowerPoint or online. Once students complete the puzzle, this can 
reveal information or another puzzle.

In the example from The Odyssey Breakout (above right), the finished 
puzzle reveals a map of Ithaca. When students fill in the correct 
destinations of Odysseus’ voyage, they reveal the key. They also pick 
up part of a code they’ll need later in the game.

In the example from A Midsummer Night’s Dream Escape Room, 
students assemble a quote from Shakespeare. The artistic effects 
applied to this make it quite confusing until you’re able to see the 
whole thing. As an extension, students write about this quote once the 
game has finished.

You can also use this Online Jigsaw Puzzle Maker for your digital 
breakouts, or as one digital station in an otherwise paper-based 
Escape Room. 

Use the Clue Cards Template to 
get started designing this task. 

http://www.jigsawplanet.com/
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Things to Do with Dates

Yield a date
You can design your Answer Sheet so that 
students figure out a date in an early Task that 
they will need later to answer a question. 

Create a combination
If you want, you can use physical locks with your Room. This could be a 
great way to get some dates involved in the action. The simplest way 
would be to have the correct date unlock a four-digit lock. You could 
also transform the numbers into a combination, as shown here.

Hide a date in plain sight
You can find creative ways to hide a date or a 
whole question in plain sight. For example, look 
at this hand of cards to the right. If you 
prompted students to find a person’s name, 
what would they guess? (William, Duke of 
Normandy, perhaps) How about a place 
name? (Hastings)

You can hide dates in every day objects, too, 
such as a remote control (perhaps placing tape 
on the numbers students need) or in a book 
(using page numbers or copyright information). 

This method is great when you want to start with 
a date and have students derive information 
(people, events) rather than the reverse.

1 9 0 1

1 9 5 2

1 9 2 0

1 9 2 5

1 9 3 7

1.

2.

3.

4.

5.
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Working with Maps & Charts
You can add a visual element to any Escape Room with pictures, maps, or charts. You can really use 
anything you want, as long as you figure out how to turn the information on the page (or, as described in 
the Misinformation Puzzles section, not on the page) into a code word, phrase, or number. 

Let’s look at this example:

Types of information:
*Names of tribes, places, and geographic features
*Latitude & Longitude
*Mileage
*Geographic position relative to features (e.g, 
inland, on a delta)

Ideas for student use:
*Students locate certain map features based on riddles or Clue Cards

*Students reassemble a map and reveal a code word somehow. For example, maybe each piece in the 
bottom row has a letter on it and these letters spell out a word.

*Students create a route between two places. This route could spell a code word (the first letter of each 
stop, etc.).

*Students answer inference or 
comprehension questions based 
on the map.

MAP RIDDLES#1

#1
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Working with Source Texts

Ask comprehension questions
The easiest route to using any sort of text (primary 
or secondary) is to create comprehension 
questions. The answers to these questions will 
create your key.

You can design your Answer Sheet however you 
want in order to create this key. I like to create 
shaded boxes so that the answers, reading 
downwards, spell out a code word. ☺

Create a puzzle or code
One of the most fun things for you to create 
will be a puzzle based on a primary source. This 
could take a million and one forms, so here 
are some ideas: 

*Have students find a transparency in the 
room that overlays with a source to reveal a 
message

*Hide information in plain sight by writing on a 
text with blacklight pen. Then, give students 
blacklight flashlights to help them find the 
clues.

*Have students reassemble a document to 
reveal a code. This would be particularly useful 
for demonstrating understanding of text 
structures.Create a fact sort

You can also have students sort fact cards. These can be 
Clue Cards that they find in the room or receive at a station, 
but they’ll sort them into categories or sets. These fact cards 
can accompany a primary or secondary source text that 
students will use to make inferences or verify their work.
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Using Fonts to Create Codes

Hide your symbols creatively
You can hide your symbols anywhere, so get creative! I 
like to give students a couple of letters outright in earlier 
tasks, as well as an entire word or two written in the code. 

[While we’re here, I figured I’d make the 
recommendation to withhold access to the Encrypted 
Message until the end of the game. If you give it to your 
students too early, they may break the code with brute 
force (trial and error) and spoil the surprise for the class.]

Sometimes, I try to find fonts that match the theme of 
whatever I’m sharing with my students. For example, I 
used the top font in my Lord of the Flies Escape Room 
because it looks like something that could have been 
drawn with sticks in the sand.

If you’re using a Symbol Font, you will have a 1:1 
substitution (one letter for each symbol, and students 
will need most of the letters to solve the code). If 
you’re using a true Cipher (like the PigPen font), 
students will be able to solve the code once they 
discover the pattern. 

The best part about using a font is that you can type 
your code in plain English and then convert it to 
symbols by selecting a new font – you’ll lose no time 
painstakingly changing each letter to a symbol.

Using fonts can be an easy and engaging way to incorporate codes into your Escape Room. You can use 
any sort of symbol font, and you have a lot of free options available online. Here are some of my favorites: 

In this example, the symbols match the code 

words revealed in the task.

Your students won’t 
need to figure out 
every letter, but they 
do need to have 
enough to decode 
the message. This is 
something you’ll 
figure out as you 
design and test your 
room.

When in doubt, 
remember your 
Wheel of Fortune! 
lessons; make sure 
your students have 
the most common 
letters, RSTLN & E.
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Letter Number Radio Morse Pigpen

A 1 Alpha
A

B 2 Bravo
B

C 3 Charlie
C

D 4 Delta
D

E 5 Echo
E

F 6 Foxtrot
F

G 7 Golf
G

H 8 Hotel
H

I 9 Indigo
I

J 10 Juliet
J

K 11 Kilo
K

L 12 Lima
L

M 13 Mike
M

N 14 November
N

O 15 Oscar
O

P 16 Papa
P

Q 17 Quebec
Q

R 18 Romeo
R

S 19 Sierra
S

T 20 Tango
T

U 21 Uniform
U

V 22 Victor
V

W 23 Whiskey
W

X 24 X-ray
X

Y 25 Yankee
Y

Z 26 Zulu
Z

Some Basic Codes


